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INTRODUCTION

Welcome to Resurgence, a D&D Adventurers League
adventure, Part Three of the Dark Intentions Trilogy

ERS)
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This adventure is designed for three to seven 5"-10" level characters, and is optimized for
five 8™-level characters. The adventure is set in the Moonsea region of the
Forgotten Realms, in and around the city of Hillsfar.

The D&D Adventurers League

Preparing the Adventure

This adventure is official for D&D Adventurers
League play. The D&D Adventurers League is the
official organized play system for DUNGEONS &
DRAGONS®. Players can create characters and
participate in any adventure allowed as a part of
the D&D Adventurers League. As they adventure,
players track their characters’ experience, treasure,
and other rewards, and can take those characters
through other adventures that continues their story.

If you're running this adventure as a part of a
store event or at certain conventions, you’ll need a
DCI number. This number is your official Wizards of
the Coast organized play identifier. If you don’t have
a number, you can obtain one at a store event. Check
with your organizer for details.

D&D Adventurers League play is broken up into
storyline seasons. When players create characters,
they attach those characters to a storyline season,
which determines what rules they’re allowed to
use to create and advance their characters. Players
can continue to play their characters after the
storyline season has finished, possibly participating
in a second or third storyline with those same
characters. A character’s level is the only limitation
for adventure play. A player cannot use a character
of a level higher or lower than the level range of a
D&D Adventurers League adventure.

For more information on playing, running
games as a Dungeon Master, and organizing games
for the D&D Adventurers League, please visit the
D&D Adventurers League home at:

www.dndadventurersleague.org

Before you show up to Dungeon Master this
adventure for a group of players, you should do the
following to prepare.

e Make sure to have a copy of the most current
version of the D&D Basic Rules or the Player’s
Handbook.

e Read through the adventure, taking notes

of anything you'd like to highlight or remind
yourself while running the adventure, such as a
way you'd like to portray an NPC or a tactic you'd
like to use in a combat.

e Get familiar with the monster statistics in the
Appendix.

e Gather together any resources you’'d like to
use to aid you in running this adventure--such
as notecards, a DM screen, miniatures, and
battlemaps.

e [f you know the composition of the group
beforehand, you can make adjustments as noted
throughout the adventure.

Before Play at the Table

Ask the players to provide you with relevant

character information:
e Character name and level
e Character race and class

 Passive Wisdom (Perception)—the most
common passive ability check

e Anything notable as specified by the adventure
(such as backgrounds, traits, flaws, etc.)
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Players that have characters outside the
adventure’s level range cannot participate in
the adventure with those characters. Players
with ineligible characters can make a new 1%-level
character or use a pregenerated character. Players
can play an adventure they previously played or
ran as a Dungeon Master, but not with the same
character.

Ensure that each player has an official
adventure logsheet for his or her character (if not,
get one from the organizer). The player fills out
the adventure name, session number, date, and
your name and DCI number. In addition, the player
also fills in the starting values for experience, gold,
downtime, renown, and number of permanent
magic items. He or she fill in the other values and
write notes at the conclusion of the session. Each
player is responsible for maintaining an accurate
logsheet.

If you have time, you can do a quick scan of
a player’s character sheet to ensure that nothing
looks out of order. If you see magic items of very
high rarities or strange arrays of ability scores, you
can ask players to provide documentation for the
irregularities. If they cannot, feel free to restrict
item use or ask them to use a standard ability
score array. Point players to the D&D Adventurers
League Player’s Guide for reference.

If players wish to spend downtime days and
it’s the beginning of an adventure or episode,
they can declare their activity and spend the days
now. Alternatively, they can do so at the end of
the adventure or episode. Players should select
their characters’ spells and other daily options
prior to the start of the adventure, unless the
adventure specifies otherwise. Feel free to reread
the adventure description to help give players hints
about what they might face.

Adjusting the Adventure

Throughout this adventure, you may see sidebars
to help make adjustments for smaller/larger
groups, and characters of higher/lower levels than
the optimized group. Most of the time, this is used
for combat encounters.
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You may adjust the adventure beyond the
guidelines given. For example, if you're playing
with a group of inexperienced players, you might
want to make the adventure a little easier; for
very experienced players, you may want to make
it a little harder. Therefore, five categories of
party strength have been created for you to use
as a guide. Feel free to use a different adjustment
during the adventure if the recommended party
strength feels off for the group.

This adventure is optimized for a party of
five 8™-level characters. . To figure out whether
you need to adjust the adventure, do the following:

e Add up the total levels of all the characters
« Divide the total by the number of characters

e Round fractions of .5 or greater up; round
fractions of less than .5 down

You've now determined the average party level

(APL) for the adventure. To figure out the party
strength for the adventure, consult the following
table:

DETERMINING PARTY STRENGTH

Party Composition Party Strength
3-4 characters, APL less than Very Weak
3-4 characters, APL equivalent Weak

3-4 characters, APL greater than Average

5 characters, APL less than Weak

5 characters, APL equivalent Average

5 characters, APL greater than Strong

6-7 characters, APL less than Average
6-7 characters, APL equivalent Strong

6-7 characters, APL greater than Very Strong

Running the Adventure

As the Dungeon Master of the session, you have the
most important role in facilitating the enjoyment
of the game for the players. You help guide the
narrative and bring the words on these pages
to life. The outcome of a fun game session often
creates stories that live well beyond the play at the
table. Always follow this golden rule when you DM
for a group:

Make decisions and adjudications that
enhance the fun of the adventure when possible.
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To reinforce this golden rule, keep in mind the
following:

* You are empowered to make adjustments to
the adventure and make decisions about how the
group interacts with the world of this adventure.
Doing so is especially important and applicable
outside of combat, but feel free to adjust the
adventure for groups that are having too easy or
too hard of a time.

* Don’t make the adventure too easy or too
difficult for a group. Never being challenged
makes for a boring game and being
overwhelmed makes for a frustrating one.
Gauge the experience of the players (not the
characters) with the game, try to feel out (or
ask) what they like in a game, and attempt to
give each of them the experience they’re after
when they play D&D. Give everyone a chance to
shine.

» Be mindful of pacing, and keep the game
session moving along appropriately. Watch for
stalling, since play loses momentum when this
happens. At the same time, make sure that the
players don’t finish too early; provide them with
a full play experience. Try to be aware of running
long or short. Adjust the pacing accordingly

e Read-aloud text is just a suggestion; feel free
to modify the text as you see fit, especially when
dialogue is present.

* Give the players appropriate hints so they can
make informed choices about how to proceed.
Players should be given clues and hints when
appropriate so they can tackle puzzles, combat,
and interactions without getting frustrated over
lack of information. Doing so helps to encourage
immersion in the adventure and gives players
“little victories” for figuring out good choices
from clues.

In short, being the DM isn’t about following

the adventure’s text word-for-word; it’s about
facilitating a fun, challenging game environment
for the players. The Dungeon Master’s Guide™ has
more information on the art of running a D&D
game.

Downtime and Lifestyle

At the beginning of each play session, players must
declare whether or not they are spending any days
of downtime. The player records the downtime
spent on the adventure logsheet. The following
options are available to players during downtime
(see the D&D basic rules or the D&D Adventurers
League Player’s Guide for more information):

e Catching up
e Crafting (exception: multiple characters cannot
commit to crafting a single item)
e Practicing a profession
e Recuperating
e Spellcasting services
e Training
Other downtime options might be available during

adventures or unlocked through play, including
faction-specific activities.

In addition, whenever a character spends
downtime days, that character also spends the
requisite expense for his or her lifestyle. Costs
are per day, so a character that spends ten days
of downtime also spends ten days of expenses
maintaining his or her lifestyle. Some downtime
activities help with lifestyle expenses or add
lifestyle expenses.

Spellcasting Services

Any settlement the size of a town or larger can
provide some spellcasting services. Characters
need to be able to travel to the settlement to obtain
these services.

Spell services generally available include
healing and recovery spells, as well as information-
gathering spells. Other spell services might be
available as specified in the adventure. The number
of spells available to be cast as a service is limited
to a maximum of three per day total, unless
otherwise noted.
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SPELLCASTING SERVICES
Spell Cost
Cure wounds (1% level) 10 gp
Identify 20 gp
Lesser restoration 40 gp
Prayer of healing (2™ level) 40 gp
Remove curse 90 gp
Speak with dead 90 gp
Divination 210 gp
Greater restoration 450 gp
Raise dead 1,250 gp
Acolyte Background

A character possessing the acolyte
background requesting spellcasting
services at a temple of his or her faith

may request one spell per day from the
Spellcasting Services table for free. The
only cost paid for the spell is the base price
for the consumed material component, if
any.

Disease, Death, and Recovery

Sometimes bad things happen, and characters get
poisoned, diseased, or are Kkilled. Since you might
not have the same characters return from session
to session, here are the rules when bad things
happen to characters.

Disease, Poison, and Other Debilitating Effects

A character still affected by diseases, poisons,

and other similar effects at the conclusion of an
adventure can spend downtime days recuperating
until such time as he or she resolves the effect to
its conclusion (see the recuperating activity in the
D&D Basic Rules).

If a character doesn’t resolve the effect
between sessions, that character begins the next
session still affected by the debilitating effect.

Death

A character who is killed during the course of

the adventure has a few options at the end of the
session (or whenever arriving back in civilization)
if no one in the adventuring party has immediate
access to a raise dead or revivify spell, or similar
magic. A character subject to a raise dead spell is
affected negatively until all long rests have been
completed during an adventure. Alternatively, each
downtime day spent after raise dead reduces the
penalty to attack rolls, saving throws, and ability
checks by 1, in addition to any other benefits the
downtime activity might provide.

Create a New 1°*Level Character. If the dead
character is unwilling or unable to exercise any
of the other options, the player creates a new
character. The new character does not have any
items or rewards possessed by the dead character.

Dead Character Pays for Raise Dead. If the
character’s body is recoverable (it’s not missing
any vital organs and is mostly whole) and the
player would like the character to be returned to
life, the party can take the body back to civilization
and use the dead character’s funds to pay for a
raise dead spell. A raise dead spell cast in this
manner costs the character 1,250 gp.

Character’s Party Pays for Raise Dead. As
above, except that some or all of the 1,250 gp for
the raise dead spell is paid for by the party at the
end of the session. Other characters are under no
obligation to spend their funds to bring back a
dead party member.

Faction Charity. If the character is of level 1 to
4 and a member of a faction, the dead character’s
body can be returned to civilization and a patron
from the faction ensures that he or she receives a
raise dead spell. However, any character invoking
this charity forfeits all experience and rewards
from that session (both those earned prior to and
after death during that session) and cannot replay
that episode or adventure with that character
again. Once a character reaches 5% level, this
option is no longer available.
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Adventure Background

Hillsfar has been through a lot in recent years. The
Dark Prince Graz'zt’s influence brought the city

to the brink of complete madness. In the city’s
most desperate time of need, the Factions joined
together and orchestrated a coup of the oppressive
reign of First Lord Torin Nomerthal. The new
leader, First Lord Vuhm Yestral, then joined with
the Factions to defeat Graz’zt and bring sanity back
to the southern shore of the Moonsea.

Hillsfar and its fledgling government again
embarked on a military campaign, along with
the Factions and leaders of the once-great Phlan,
to wrest Phlan from the clutches of the Maimed
Virulence.

With the success of that great battle, First
Lord Yestral returned a victorious military leader.
His next goal was to tackle the role of government
leader. His revocation of the Great Law of
Humanity - the law that banned non-humans from
entering the city - was not popular with everyone.
Hillsfar had become xenophobic, and many citizens
actually liked it. Changing the law was easy.
Changing the hearts and minds of the people of
Hillsfar was a far more difficult task.

Then the attacks started. Monsters somehow
entered the city and wrought havoc on the city’s
livelihood: trade. With shipments being lost to
monstrous attacks, inventory being stolen, and the
needless loss of life, Yestral’s control is slipping.
Several prominent citizens and a large contingent
of Hillsfar citizens have called for Yestral’s
ouster. His Commandant of the Red Plumes,
Jandra Gragdowel, has secretly been leading that
underground rebellion.

Jandra Gragdowel holds First Lord Vuhm
Yestral for the loss of many Red Plumes during the
hostile takeover of the government. She feels that
a leader who betrays their sovereign, no matter
ideals the sovereign, is a traitor. A traitor cannot
be trusted to put the best interest of the citizens
foremost in the policies they implement.

Jandra sees the withdraw of The First Law of
Humanity as proof that Yestral is endangering the
citizens of Hillsfar. Helping to destroy the city will
show the citizens and the council of merchants that
the safety of the city is at risk under the leadership
of Yestral. When she was approached by Malkyn
Grenefeld to help bring The First Lord down,
Jandra was more than willing to help.

A capable group of adventurers has stepped
up and taken on the tasks of righting this setback.
They quelled the monster attacks, investigated
the cause of them, and brought news of a growing
force of enemies in the Cormanthor Forest.

The adventurers also brought news of a
returning threat. Malkyn Grenefeld seeks revenge
for the death of her love, the former First Lord,
Torin Nomerthal. She is the impetus behind the
army amassing in the forest. She has also re-
inhabited the ruins of Abarat’s Folly, an ancient
arcane experiment that tried to create a point from
which travel through portals to many destinations
was possible from a single place. Grenefeld has
been able to alter some of the portals to breach
Hillsfar, and she plans to use these portals to
assault the city using enemy forces. Her plans
were further enhanced by Hillsfar defensive
secrets, obtained from a spy deep within the city
government.
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Overview

Adventure Hooks

This adventure contains 4 parts.

Chapter 1. The characters start the adventure

at the Classy Lady Inn, where they recover from
traveling to Hillsfar from the Cormanthor Forest.
The First Lord summons them to discuss the next
course of action. He hires them to find the portals
that Malkyn Grenefeld has created and, with the
help of the Mage’s Guild, destroy the connections.
If they come across any information about a spy in
Hillsfar, they are to report back immediately.

Chapter 2. The characters conduct an
investigation, looking for clues to where the portals
are located and how to render them useless. They
pinpoint the location of two portals and enlist the
help of a Guild Mage to disrupt them. Commandant
Jandra Gragdowel has allowed Grenefeld to create
a connection inside of the Red Plume garrison. She
is also the spy from whom Grenefeld is receiving
strategic military secrets.

Chapter 3. The group heads to The House of
Happiness, the Temple to Lliira in the city, where
one of the portals is located. They are faced with
portal travelers who try to stop the Guild mage
from rendering the portal unusable.

Chapter 4. The characters arrive at the Red Plume
garrison to take care of the other portal to find that
Gragdowel has put the facility on lockdown and has
refused to let the Hillsfarian Guard inside. Upon
entering, the adventurers find the Commandant
and Malkyn Grenefeld preparing the portal.

You Should Stick Around a While or In Yestral’s
Service (Story Award)

The characters earned the trust of First Lord Vuhm
Yestral in HILL1-2 Exodus. He would like you to get
in touch with Elanil Elassidil at the Classy Lady Inn
in Hillsfar. He wishes to discuss the information
you retrieved in prior missions.

The Harpers (Faction). Elanil Elassidil contacts
you and asks you to meet her at the Classy Lady
Inn in Hillsfar. Your work has brought your skills to
her attention and she may have a mission for you
inside of the city.

The Lord’s Alliance (Faction). Your contacts in
the faction are in need of your help to ensure that
Vuhm Yestral remains in power. You are to find
Elanil Elassidil, who is expecting you at the Classy
Lady Inn in Hillsfar.
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1.3 | CHAPTER 1.

Hillsfar is on the brink. Monster attacks within the
city have caused trade to decline. An enemy army
is amassing in the Cormanthor Forest, just south of
the city. A rogue official of the former First Lord’s
court is attempting to open portals inside the city
for that army to march through. Those are not even
the worst of what the city faces! The worst? A spy,
likely lurking among the city’s fighting forces, is
passing secrets about crucial defense strategies to
the enemy. Hillsfar needs its heroes more than ever!

Reporting Back

The characters have procured lodging at the Classy
Lady Inn with some help from Elanil Elassidil.

The aroma of fresh baked bread and
cooked pork meets you in the common
room of the Classy Lady Inn. The space is
alive with activity. Servers carry platters full
of food to tables full of customers. The inn
guests converse over the morning’s meal
and get ready for their day in Hillsfar.

Your patron, Elanil Elassidil, sits at a table
listening to a small boy as he hands her a
message from within a satchel he wears
over his shoulder. She smiles at him, hands
him a coin, and he rushes out of the inn.

She proceeds to open the sealed letter and
reads if.

A character succeeding ata DC 10 Wisdom
(Perception) check notices that the boy is wearing
the livery of a messenger of the First Lord.

URGENT MATTERS

Elanil looks up from the message and sees
that you have come down from your rooms.
She motions to your group to join her at the
table.

She waves over the server and says,
“Give these fine heroes whatever they would
like. You can put it on my bill.” The girl fakes
the orders and goes off to put it in with the
kitchen staff. Elanil gets right to the contents
of the message. “The First Lord requests
our presence after breakfast to discuss the
matter at hand. He is concerned about the
news brought from the Cormanthor Forest.”

Catching Up

[f for some reason the characters have not played
the other parts of the Dark Intentions trilogy, an
advisor is also in the room with Yestral. He tells of
information that other adventurers were able to
obtain:

A large number of creatures, the size of an
army, have gathered in the vicinity of Hillsfar.

e The numbers are well commanded and very
organized for wild creatures. The legion is led
by hags and drow.

e The creatures have gained access to the inside
of a tower. The tower is still very unstable due to
the magical “accidents” that happened therein.
Portals are open throughout the structure.

e These portals seem to be very unpredictable,
and can spit out creatures seemingly at random.
Some are inactive while others seem to never
sleep.

» While exploring the tower, the adventurers
came across someone who had been forgotten
about. Malkyn Grenefeld, the former First Lord’s
Chamberlain, was manipulating the portals. She
escaped through a portal that seemed to lead

to a ballroom that has mirrors on all the walls.
Once through, she must have shattered the
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mirror, breaking the connection.

 Evidence found in the tower indicates that
Malkyn is the one gathering creatures to attack
Hillsfar in retribution for the coup in which her
beloved (First Lord Torin Nomerthal) was killed.

 She is working to get the portals linked to
various places in Hillsfar in order bring enemy
legions directly into the city. She is working to
create ingested portal keys so creatures are less
likely to lose a key.

 Further investigation has produced suspicion
that someone within Hillsfar is feeding the
military leaders of the monstrous forces
strategies for the city’s defense.

When the characters are ready to head over to the
First Lord’s Tower, read the text below:

The streets of Hillsfar are not as busy as they
were before you left. The monster attacks
have subsided, but there is sfill tension in
the air. You are met with many sneers from
Hillsfarians along the way. The ingrained
xenophobia of the city’s population is slow
to subside, especially with the damage fo
property and lives that the attacks brought
fo their home. Even with that, the citizens are
not confrontational with a group that is as
heavily armed as you.

Elanil presents the message at the Castle
gates, and the guards bring you to the
Tower. You are led through the main doors
and past many rooms, including a ballroom
where men are measuring a large blank
space on a wall that is otherwise covered in
large mirrors.

With a successful DC 15 Intelligence check,
characters that played in HILL1-2 Exodus may
recognize the ballroom that was the other end of a
portal that Malkyn Grenefeld escaped through while
in Abarat’s Folly.

You make your way upstairs to what looks like
a meeting room. A large table surrounded
by chairs occupies the middle of a room
decorated with many maps of Hillsfar.
Partially filled bookshelves mostly contain
tomes covering military history and strategy.

A large office lies beyond. It is dimly lit by
the glow of a fireplace. A large mahogany
desk is the centerpiece, surrounded by even
more bookshelves. Papers litter the desk, on
top of which sits a pair of spectacles and a
quill.

In front of the fireplace, a set of
leather chairs and a couch surround a low
mahogany table. A man with greying hair, a
weathered face, and broad shoulders stands
staring into the fire. He wears a military
uniform with a sword at his side.

As you enter he turns his head. “Ah,
come in, come in. | am anxious to speak
with you!” He turns to a servant who has
been waiting quietly on the other side of the
room, “Fetch us a boftle of wine and some
refreshments, will you, Edmond?2” The servant
exits with a *Yes sir” thrown over his shoulder
on the way out.

First Lord Yestral gets right to point of his summons:

e He has been meeting with his advisors all night
planning the defense of the city against the army
that threatens Hillsfar.

e They have what he believes to be a very good
plan to fend off any attack from outside the

city. This, of course, leaves the matter of portals
opening inside the city and attacks from within.

» Since the characters did such a commendable
job of obtaining this crucial piece of intelligence,
it is his opinion that they would be the best to
lead the search for portals in the city.

e However, that leaves the matter of a spy.
This is another disturbing issue that must be
addressed. He asks the adventurers, as they go
about other tasks, to look for clues about who
the spy might be.
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He opens a desk drawer and takes out a

piece of parchment. Dipping his quill in the

ink pot, he writes. “This writ will allow you legal
access to the entire city. It says that you are
conducting an investigation on behalf of

the First Lord and should not be impeded in
doing.”

Yestral gives the writ to the characters and tells
them that finding all portals that provide access to
the city is their priority. He reaches into a drawer
in the desk and pulls out a sending stone. He tells
the characters that they are to use the stone if they
come across any information about a possible spy.

The first Lord gives the characters a couple of
suggestions on where to begin:

e The Hydra's Den is a good place to find ale
and hear some gossip. The proprietor, Brendon
Tamesford, is a former adventurer and keeps his
ears open to what is going on in the city.

e [sthana Ro, the head of the Rogues Guild, has
eyes and ears throughout the city. She may have
information about Grenefeld being in the city.

e The Mage’s Guild has the largest library this
side of the Moonsea. You may be able to talk
with one of the sages there and figure out how
these portals will work.

4 N

Finding Grenefeld’s Journal

Characters that played HILL1-2 Exodus may
have come across Malkyn Grenefeld’s journal.
If the group (or the majority, if the group

did not play the adventure together) at the
table found the book Yestral also gives this
information:

e The Mage’s Guild was given the journal
to try and ascertain where Malkyn was
planning on putting the portals.

If the characters did not find the journal,
details are given in Chapter 2: Needle in a
Haystack in The Rogue’s Guild section on how

the journal was discovered.

N y

If the characters played HILL1-2 Exodus, they may
recall that they were able to see a tavern through

10

one of the many portals. In the tavern there were
many dancers and a band playing. Some characters
may have identified the dancers as Joydancers,

the followers of Lliira. If they mention this, Elanil
speaks up and tells them this:

» There is a temple to Lliira in Hillsfar called the
House of Happiness. The character’s description
of the tavern they saw seems to describe what
the inside of the temple looks like.

First Lord Yestral offers 1,000 gp they find the spy
and bring them in for questioning. He offers half
now for the characters to use for equipment, and the
loosening of tongues.

Edmond, the servant, returns with food and
drink just as the characters are about to leave.
There is wine and Underbough Half-Cakes on
the tray he brings. There may be time for some
refreshments!

Treasure

The adventurers receive 1,000 gp for bringing in the
spy, half of which he provides them immediately.
They are also given a sending stone in order to
provide a direct line of communication to him.
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In order to find the places that Grenefeld is using
to link portals from Abarat’s Folly, the characters
venture into the city. Faced with trying to find such
places in a large city, the citizens of Hillsfar are not
always helpful.

Outside The First Lord’s Tower, the citizens of
Hillsfar go about their daily business. Some
greet you with the tip of a hat, while others
look at you with angry glares. One such man
is bold enough to say, “You lot goin’ ta' do
sumthin’ ‘bout makin' it safe for use | ‘spect
not, since you comin' outta there!” he points
to the Tower. “Al'ays knew you ‘venturin’
types only cared ‘bout fillin' your pockets
from them that can pay ya'.” He walks
away confinuing to grumble as he does so.

Each place the First Lord suggested they visit
will give the adventurers a pertinent piece of
information that will lead them to the location of
Grenefeld or one of her portals.

The group may decide to follow up on what
they learned from one of the suggested starting
points rather than move to the next. This adventure
is designed to allow the characters to finish all the
tasks in whichever order they choose. Acting on
information they receive from these roleplaying
options just requires a bit of going back and forth
between sections of the adventure.

The Rogues Guild

CHAPTER 2.
* | NEEDLE IN A HAYSTACK

/Roleplaying Isthana Ro &

Isthana Ro is the leader of the thieves’ guild

in Hillsfar. In the new government, she is a
member of the senate. The role of the senate is
yet to be determined in its infancy.

She is wickedly smart and doesn’t care
about anything other than her guild. This
sense of self-preservation is tempered with an
amazingly acute business sense and the ability
to think ahead. With the new regime in place,
she hopes to use her connections among the
merchants to give First Lord Yestral what he
needs to get the city back on its feet. This will,

First Lord Yestral mentioned that Isthana Ro, the
leader of the Rogues Guild, is an excellent source of
information regarding the underbelly of the City of
Trade.
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of course, put the new leader in her debt.

The Rogues Guild is located in the
Merchant’s District of the city, a short
distance from Hillsfar Castle. A rather plain
building from the outside, it shows a lot of
activity. A plaque bolted to the wall near
the door has a simple black mask painted on
it, under which the letters “RG” are carved
into the wood.
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When the group decides to enter the building, read:

The inside of the building is richly decorated.
Dark wood, warm paint tones, large
paintings, exquisite wall tapestries and rugs
complement luxurious furniture made for
lounging. A dramatic staircase winds its way
to the second floor, covered with a bright
blue runner. A hallway to the right of the
staircase extends further into the building. Its
walls are lined with portraits.

People lounge in a sitting room off of
the main foyer, while some play chess or
read books. Across from that room, on the
opposite side of the foyer, are a set of closed
doors that open to let a cloud of smoke out,
along with a person or two.

An older man in a servant’s uniform
greets you as you take in the scene,
“Welcome to The Guild. May | be of
assistance?2”

If the characters ask for Isthana Ro, the gentleman
apologizes and says that, unfortunately, Miss Ro is
indisposed. If they bring out the writ, he looks a bit
flustered but bids you to wait a moment while he
goes to let Miss Ro know you are here. He ascends
the stairs and is gone for a fair amount of time.

A figure carrying a rapier and wearing a
chain shirt, black leather chaps, and @
helmet casually descends the stairs with the
servant walking a short distance behind.

As they get closer, the armored figure
takes off the helmet to reveal a woman,
whose hair is soaked with sweat, smiling
widely at your group.

“So, the First Lord stamps his foot and we
are all supposed to come running?2” she says,
after which she attempts to blow a piece of
hair from her face. She looks your group over
and conftinues, “Well let's not conduct this
intferview here at the enfrance. Let us go o
my office.” She turns on her heel and quickly
walks down the hallway to the left of the
stairs.
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She stops at the end of the hall, opens a
door, and motions you through. She closes
the door behind her before moving to a
desk, which is bare save for a crystal globe
with a map etched info it.

She setfs the helmet on a coaf rack
next fo the chair behind the desk and
removes the chain shirf revealing a black
shirf underneath. As she sits, the door opens
and the servant that greeted you comes in
with wine and several glasses. She says, “Oh
Fritz, you always know exactly what | need!”
She gives him a peck on the cheek as he
pours her a glass. She takes the glass and sifs
back in her chair as Fritz leaves. “"OK what
is so important that | needed to cancel my
fencing duel?2”

If the characters bring out the writ again, she tells
them that bullying will get them nothing from her.
She is unimpressed by the First Lord using his
power to interrupt her day.

As the characters speak, she listens quietly,
sipping her wine. It seems intentional that she
has not offered any to the party. When they have
finished explanations, she puts her glass down and
smiles at them.

“So, the First Lord needs my help once more
to save his city. That's what he calls it, you
know: his city. He will come to understand
that this city has never belonged to one man
alone. When he learns that, | am sure his
luck will turn. Vuhm is a good man. He just
needs to share.” She smiles widely, “Care
for some wine? | might be persuaded to
give you some information that will help your
investigation. Has the First Lord sent you with
payment2 My help is never free.”

She will take nothing less than 50 gp to relay what
she knows. She starts the negotiation at 100 gp.

Once compensation is made, she gives the
characters the following information, all the while
sipping on her wine and pacing the floor:

e She has heard rumors that Malkyn Grenefeld
was traveling through the city in disguise.
I[sthana’s “eyes” have seen Grenefeld frequenting
the Red Plume garrison just next door, as well as
the House of Happiness.
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e On Isthana’s request, one of her boys followed
Grenefeld to a tavern at the docks, where she
met with a physically fit woman with long black
hair.

 She eventually learned this woman was
Commandant Jandra Gragdowel, the leader of
the Red Plumes. “The girl has never been seen
without a uniform on before.”

e The two met for hours, with Jandra doing most
of the talking. The Commandant looked nervous,
constantly scanning the room. Grenefeld took
notes the entire time.

e Just this morning, before the sun came

up, Jandra returned from the Tower looking
quite nervous. She entered the Red Plume
garrison, and minutes later a messenger left in
a hurry. It was the same messenger, Isthana’s
informants believe, she has been using for her
correspondences with Grenefeld.

N

Finding Grenefeld’s Journal

If the characters did not find Grenefeld’s
journal in HILL1-2 Exodus, Isthana tells the
characters the following:

« Feeling a little nimble-fingered, Isthana’s
informant thought it prudent to find out
what Grenefeld was writing down. They
followed Grenefeld for a bit after she left
Jandra, and managed to borrow the journal.

e The journal had strange notes about

portal magic and keys. Knowing that it was
of no use to her without translation, Isthana
took it to the Mage’s Guild to be interpreted
into “plain Common”. Master Ladron is still

looking it over.

N

Once Isthana is finished, she pours herself more
wine, and elegantly sits back in the chair once again.
If the characters have any questions, she will do her
best to answer them.

y

She goes not disclose the identity of her
informant. All she says is that she trusts them
and that there would be little reason for them to
misinform her. “People around here know the
consequences for making me look the fool”
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Fritz returns and clears his throat:

“Excuse me Miss Ro, your...upstairs guest is
getting a little

impatient. Shall | tell him you are nearly
finished?2”

Isthana stands, puts her wine glass down,
and grabs her gear. "l believe we are done
here?2” she asks. “Tell Vuhm | expect his
support at the next council meeting.” With
that she strides out of the room. Fritz waits to
escort you out,

If the characters would like to immediately go to
the Red Plume garrison, go to Chapter 4: The Spy
Revealed.

Otherwise, the characters can continue with
their investigation.

Hydra’s Den

The characters were told by First Lord Yestral
that the Hydra’s Den is a tavern they can go to find
rumors and a pint.

The sign outside of this tavern depicts a

mug of ale with the many heads of a hydra
popping out of it. It swings lightly in the
afternoon breeze, as a man stumbles out of
the establisnment and starts down the street.

Once the characters decide to go in, read the
following:

The inside of the tavern is busy. The tables
are filled with merchants, laborers, and
guards. All seem to be enjoying the food and
atmosphere. The smell of roasted vegetables
mixes with the musty smell of ale to create a
unique fragrance. There are several open
tables, and a couple of open stools at the
bar.
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There are several opportunities for the characters to
interact with the patrons and workers in the Hydra’s
Den. If they sit at a table or at the bar; a server asks
for their orders:

e Brendon Tamesford, the owner and manager
of the Hydra’s Den, works at the bar. He busily
fills mugs of ale and helps the servers clean the
tables as people finish their meal.

e There are a group of five men, laborers from
the looks of their clothing and grimy faces,
hurriedly eating their meal. The men are
friendly enough. They know nothing about
any portals, a spy, or anything pertinent to the
character’s investigation. When they finish
eating, they politely excuse themselves citing
that they have to get back to work.

* A couple sits near the front of the
establishment, lost in each other’s company.
They are so wrapped up in each other that they
never notice a server dropping an entire tray of
empty plates right behind them. If the characters
interrupt the couple rudely, they will get up,
give them a sneer, and walk out. This will cause
disadvantage on any Charisma checks th